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id you ever dream of making your 
| own game? Perhaps you were 
playing a real stinker and thought, 
"I could do better than this!" 

For years, a subset of gamers has poured 
themselves into modifying existing games 
such as Quake and Half-Life. With tool sets 
that'game developers made public, such 
classic games as Counter Strike and Team 
Fortress were born. 

The problem was, these tool sets still 
required programming. You really needed to 
be educated in game design to use them. 

On the other side of the coin, console 
games have allowed users to play with mods 
as far back as Excitebike in 1984. But these 
mods were limited; often, the games didn't 
include a way to save your designs. 

Then, in 2008, came LittleBigPlanet. 

Media Molecule's platformer was designed 
with the express purpose of sharing the love 
of creation. First you controlled Sackboy 
through the developers'adventures while 
unlocking objects to use in the creation por¬ 
tion of the game. Then players were set free 
to make their own levels and even full games. 

Once completed, these creations could be 
shared with other players who rated them 
and let you know how well you make games. 

Now we have LittleBigPlanet 3 coming for 
the PS4, and the creation tools have become 
more robust than ever before. Most intrigu¬ 


ing, however, is the possibility of program¬ 
ming a game for a variety of characters. As 
cool as Sackboy is, it's nice to have different 
abilities to play with. 

Disney infinity 2.0 Edition is another great 
choice for those wishing to dip a toe in the 
game-making pool. As much fun as the first 
iteration was, the follow-up features many, 
many more options, plus a streamlined 
interface and even the addition of'Builders" 
whom you can order to assist you. It's fast and 
fun, and allows you to let your creativity flow. 

Such play is especially important for chil¬ 
dren. While playing video games (in mod¬ 
eration) provides numerous benefits, from 
improving hand-eye coordination to honing 
problem-solving skills, making video games 
promotes critical thinking. Kids will learn 
the basics of physics, spacial reasoning, and 
causal analysis. And they won't know they 
are learning, which is always better. 

While certainly not for everyone, these 
games provide a sneak peek at the type 
of customizing features that are sure to 
become the norm in the years ahead. And, 
as we have done for three years, Walmart 
GameCenter will continue to keep you at 
the center of everything gaming with the 
first word on developments like these! 


STEVE HARRIS 
PUBLISHER 
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GAMING NEWS, NUMBERS, AND GOSSIP 



SAY HELLO TO THE FIRST BATCH 
OF NINTENDO'S AMIIBO FIGURES 


R t this year's Electronic Entertainment Expo, Nintendo revealed 
their new product line known as amiibo, a series of 8-inch-tall 
figurines that look to not only build upon the success of other 
toy-based videogames such as Skylanders and Disney Infinity, but also 
expand the idea in some bold new directions. Now, the company has 
revealed who'll be part of the first batch of characters. 

Showing up for the amiibo launch will be 12 familiar faces: the ever- 
heroic Mario, his sweetheart Princess Peach, faithful companion Yoshi, 

IN THE FUTURE, MANY MORE CHARACTERS 
SHOULD BE JOINING THOSE FIRST 12 FIGURES. 

Pokemon favorite Pikachu, The Legend ofZelda's Link, Mario's classic rival 
Donkey Kong, Metroid' s armored bounty hunter Samus Aran, the pink 
puffy adventurer Kirby, spacefaring Sfor Fox protagonist Fox McCloud, 
the male Animal Crossing Villager, Fire Emblem's sword-wielding knight 
Marth, and the female Will Fit Trainer. Of course, in the future, many more 
characters should be joining those first 12 figures. 


One of the most exciting parts of the amiibo line is that it won't just 
be used for one specific game—Nintendo has built the figures to be us¬ 
able in a wide array of upcoming titles. First up will be Super Smash Bros. 
on the Wii U and 3DS, where the figures will not only let you store your 
personal player stats, but they'll even open up the option for custom¬ 
izing that character's movesets (which can be used at a friend's house by 
simply taking your figure with you. Other known compatible games will 
be Yoshi's Woolly World, Captain Toad: Treasure Tracker, Mario Party 10, and 
Mario Kart8 (via a future update). 

Each Nintendo amiibo figure will cost $12.96 when they hit this 
holiday season, and the entire first batch of characters can now be pre¬ 
ordered at either your local Walmart store or on Walmart.com. For Wii U 
owners, amiibo compatibility is already built into the system's GamePad 
controller, thanks to a near-field communication chip located just below 
the D-pad. 3DS owners, however, will unfortunately have to wait a little 
longer to enter the world of Nintendo's amiibo figures—the peripheral 
that will enable the handheld to communicate with the data stored in the 
characters won't arrive until 2015. 6 



NUMBERS 

$ssi Million Amount of sales of 

new hardware, software, and accessories at U.S. 
retail in August 

1 Number of direct Chrono Trigger sequels 
designer Hironobu Sakaguchi tried — and failed 
— to greenlight at Square 


BO Number of hours Bungie says is 
necessary to play Destiny before the game 
truly opens up 

$s.5 billionihe amount 

Microsoft paid for Minecraft developer 
Mojang AB, a Swedish software company 

Sio.ooo Amount per month 
needed to employ the average game 
developer in San Francisco, according to 
Double Fine founder Tim Schafer 
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CAPCOM CONTINUES TV-SERIES FEEL 
IN RESIDENT EVIL: REVELATIONS 2 


□ ne of the interesting parts 
of Capcom's survival-horror 
side story Resident Evil: 
Revelations was how the adventure 
felt like a Resident Evil TV series in vid¬ 
eogame form. That style will continue 
in the just-announced Resident Evil: 
Revelations 2, which takes the famed 
franchise in some bold new directions 
— and stars an interesting main duo. 

This time around, heroine Claire 
Redfield makes her long-awaited 
return, and she'll be joined by new¬ 
comer Moira Burton, daughter of the 
burly, bearded zombie fighter Barry 
Burton. After the two are knocked 
unconscious at a party, they wake to 


find themselves captives of an eerie 
detention center on a remote island. 

Of course, since this is a Resident Evil 
game, a wide array of creatures will 
be waiting for them, ail trying to stop 
Claire and Moira from finding out 
why they've been brought to the 
island or how they can escape it. 

Like the original. Resident Evil: 
Revelations 2 is built around dra- j 
matic cliffhangers and episodic-style 3 
gameplay, and it'll be broken up 
into four major chapters. While 
an exact launch date is unknown, 
Revelations2 will be released in early 
2015 for the Xbox One, PlayStation 4, 
Xbox 360, PlayStation 3, and PC. 


1 M 
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SQUARE ENIX OFFERS HUGE REVEAL 
OF REWORKED FINAL FANTASY XV 


O riginally announced in May 2006 as 
part of Square Enix's Final Fantasy 
XIII efforts, the game that was once 
known as Final Fantasy Versus XIII hid away in 
secrecy for what seemed like an eternity until, 
finally, it was rechristened Final Fantasy XV at 
last year's E3. Now, at Tokyo Game Show 2014, 
the Japanese role-playing giant revealed an 
array of gameplay footage and tech demos 
that showed off how the game is now shap¬ 
ing up. One of the biggest new surprises? 
Players will be able to drive main protagonist 
Noctis and his cohorts around in a stylish 
black convertible, traveling the game's vast 


landscape and heading from one adventure 
to the next. When it's time to fight instead 
of drive, battles play out via a fast-paced, 
cinematic combat engine that the game's 
new director, HajimeTabata, hopes will satisfy 
both fans who crave deep action and more 
casual players who tend to feel overwhelmed 
by traditional RPGs.You needn't wait until 
the game's release to find out what you think, 
however—a demo entitled Final Fantasy XV: 
Episode Duscae will be made available to 
everyone who purchases the remastered Final 
Fantasy Type-0 HD when it hits on March 17th 
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GAMING GOSSIP 


KEN LEVINE AND DR. NEIL,, NO CRACKDOWN UPDATE TILL 
NEXT YEAR, AND ONE VOLITION LEGEND MOVES ON... 


H ere we go into the Q-Man's favorite 
time of year, the holidays! Not only 
do we have a quick succession of 
days focused around eating great food with 
good people, but we also get a steady influx 
of new games that will occupy our days, 
nights, and everything in between. New As¬ 
sassin's Creed, Call of Duty, and a remastered 
Halo collection are enough on their own, but 
original IPs like Destiny and The Evil Within are 
going to consume our free time as well. Still, 
it's impossible to be satisfied no matter how 
rich our fortunes are, so we must look ahead 
to what's coming next .... 

So, on to the latest gossip. We'll start out 
with some info from one of the Q-Man's 
favorite developers. We've seen ex-irrational 
genius Ken Levine go under the sea in the 
first BioShock. We've seen him take to the 
skies in BioShock Infinite. The man who 
brought us Andrew Ryan and Booker DeWitt 
hasn't given many hints about his future 
projects since breaking the news on Irratio¬ 
nal's closure in February. But Levine himself 
offered a tantalizing clue as to where his 
next game might be going. On Twitter, he 
put out an open call to "any astrophysicists 
familiar with effects of meteor and asteroid 
impacts on Earth that would be willing to 
let me pick their brain."Could we be seeing 
a meeting of the minds between Levine and 
the man who put the swag back in science, 
Mr. Neil deGrasseTyson himself? The Q 
thinks such a pairing might indeed be on 
the horizon — especially if my spies hap¬ 
pen to catch Ken on a trip to NYC's Hayden 
Planetarium.... 



Microsoft Studios head Phil Spencer made 
an Italian fan's day when he responded on 
Twitter to an inquiry about the status of the 
new Crackdown revealed at E3 2014. And he 
likely broke the poor paesan's heart when 
he wrote on Twitter, "Probably no Crackdown 
news for the rest of 2014. The team is making 
progress, but they need time before we show 
anything again."While the news might be dis¬ 
appointing, it's understandable.The Q-Mann 
knows that while he'd love a new-gen update 

— he poured hundreds of hours into the 
original game while his stereo was pumpin' 
"Fabulous” by his homegirl Fergie back in'07 

— it's best for Microsoft to take its time and 
make sure its team is creating a game worthy 
of the Crackdown name .... 

Finally, the Q-Man loves exploring the bling- 
filled open world of Saints Row, but he's gotta 
pour one out for Volition's Steve Jaros. No, the 
creative director isn't leaving this world, but 
he is leaving Illinois-based Volition to head to 
those wizards at Valve in the Seattle area. "I'm 
super proud of the work we did on Saints Row 
and am excited for what Volition does in the fu¬ 
ture,"the veteran developer said on Twitter, "but 
it's time for me to move on." Here's a little bit of 
speculation from the Q-Predictor: Could Valve 
need Jaros'expertise when it comes to open- 
world action? It's food for thought. Regardless 
of what Jaros ends up working on, though, 
Illinois to Seattle is a trade the Q-Mann would 
make every time, to be honest. Whenever I 
need to take a quick break from my own haters, 
there's nothing I like more than putting a game 

in one of the many consoles in the Q-Lair! So 
until next time ...6 
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MADDEN NFL 15 

EA SPORTS 

XBOX ONE, PS4,360, PS3 
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DESTINY 

ACTIVISION 

XBOX ONE, PS4,360, PST 
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DIABLO 3: ULTIMATE 
EVIL EDITION 

BUZZARD ACTIVISION 

XBOX ONE, PS4,360, PS3 
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GRAND THEFT 

AUTOV 

ROCKSTAR GAMES 

360, PS3 
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CALL OF DUTY: 

GHOSTS 

ACTIVISION 

XBOX ONE, PS4, WIIU, 360, PS3, PC 

□ 

WATCH_DOGS 

UBISOFT 

XBOX ONE, PS4,360, PS3 

□ 

NHL 15 

EA SPORTS 

XBOX ONE, PS4,360, PS3 

m 

THE LAST OF US 
REMASTERED 

SONY COMPUTER ENTERTAINMENT 

PS4 
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TITANFALL | 

ELECTRONIC ARTS 

XBOX ONE, 360, PC 1 

□ 

MARIO KART 8 1 

NINTENDO 

WIIU 1 
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CALL OF DUTY: 

ADVANCED WARFARE 
XBOX ONE CONSOLE 
This limited-edition console indudesa 1TB 
hard drive, a console and controller with 
exclusive COD: Advanced Warfare design, the 
full digital game download, two custom 
weapons and exclusive one-day early access 
with double XP! Pre-ordering is available 
starting Sept. 14 for a 10% deposit to guaran¬ 
tee launch-day pick-up. While supplies last. 

ASSASSIN'S CREED mm 

ROGUE 

UBISOR/PS3.360 


ASSASSIN'S CREED 
UNITY 

UBtsorr/mmi,psA,pc 

HALO: THE MASTER 
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LEGO BATMAN 3: 
BEYOND GOTHAM 

WBIE/PS4, XBOX ONE, Willi, PS3,360, PC, 
3DS.PSVITA 



WORLD OF WARCRAFT: 
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NEW GAMES 
YOU DON'T 
WANT TO MISS 
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■ PUBLISHER SEGA 

_ 
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■ DEVELOPER THE CREATIVE ASSEMBL 

V 

■ PLATFORMS XBOX ONE, PS4,360, PS 

3, PC 

■ RELEASE DATE 10.07.2014 

“Alien: Isolation is a stealth survive 
emy, the Alien.The game is set ck 
family members would be lookim 
Ripley's daughter, Amanda, be thi 
and it brings her to a remote loca 
ing creature that her mother encc 
It's an intelligent hunter, and you 
to cope with the threat you face, i 
threats aboard the station will do, 

L_ 

il game where you need to be smart to evade the main en- 
3se to the events of the first film and before Aliens. We knew 
g for the Nostromo after its disappearance, so having Ellen 
e heroine just flowed perfectly. She's looking for her mother, 
tion and puts her face-to-face with the same kind of terrify- 
juntered. We wanted to make a single alien terrifying again, 
need all your wits to survive. When you don't have the tools 
t's even scarier, and not knowing what the Alien or other 
, moment to moment, plays such a huge part in the tension." 

—GARYNAPPER, LEAD DESIGNER, THE CREATIVE ASSEMBLY 

A 

BUY NOW at \A 
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Cartoon Violence 


Disney Infinity: Toy Box Starter Pack 
(2.0 Edition) 
and receive 

$ 4.99 vudj Movie Credits*!! 


Available November 4 th 


®XBOXONE ® XBOX 360 








"Every Just Dance game reintroduces you to the most recent musical hits and hot new 
choreographies. But this year, we wanted to put an emphasis on online play and the com¬ 
munity, because our mission is to bring the whole world together with dance. The best 
Just Dance experiences are with your friends and family, and we want to make sure that 
anyone can choose to never dance alone thanks to our online modes. Having said that, 
we also know that it can be challenging to get your friends to play at the exact same time. 
That's the reason why we've created the Challenger mode, where you can play against 
your friends and people from all around the world whenever you want. Let's say you beat 
your friend's score on a song. Now you can send them a challenge and have your score and 
avatar displayed directly in their game." 

—MA TTHEW TOMKINSON, GAME DIRECTOR, UBISOFTPARIS 
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JUST DANCE 


2015 
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DRIVECLUB 

Only On PlayStation 




THE EVIL WITHIN 


“The Evil Within is a survival-horror game, and my hope is that you will play it alone, in the 
dark, with sweaty hands. It has some similarities to my previous works [like Resident Evil], 
but that's mainly in terms of genre. I wanted to make a pure survival-horror game, so I 
brought The Evil Within back to the genre's roots, blending and balancing both horror and 
action. I draw a lot of inspiration from both Western and Japanese horror, and while I don't 
exactly reference them in the game, some of my favorite movies—which include Dawn 
of the Dead and The Texas Chainsaw Massacre —influence my work as a game director. But 
I also wanted to add new elements, so sneaking is a big part of the game. I think it adds 
nice variety to the gameplay and gives the player more options in dealing with enemies, 
especially when you're low on ammo." 

—SHINJIMIKAMI, PRESIDENT AND CEO, TANGO GAMEWORKS 
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BUY NOW at WALMART and WALMART.COM 


■ RELEASE DATE 10.07.2014 

“Driveclub is all about the heart and soul of car culture and the passion it creates. It com¬ 
bines the fast-paced fun of arcade racing with the authentic attention to detail you expect 
to see in simulation racers. We've also been excited about the idea of a socially connected 
re than 10 years, and when we started to work with Sony on the PlayStation 4, 
we felt the time was right for a new type of racing game that empowers players to get m 
out of the action by racing with a club. We also want you to get lost in the moment — to do 
that, we have to make every detail as authentic as possible. Even though we make the cars 
a little easier to drive than if you were really behind the wheel, it just wouldn't feel like the 
dream scenario we want to create if they weren't real cars." 

—JAMIE BRAYSHAW, SENIOR COMMUNITY MANAGER, EVOLUTION STUDIOS 


DRIVECLUB 







































■ DEVELOPER 2K AUSTRALIA, GEARBOX SOFTWARE 


■ RELEASE DATE 10.14.2014 


"We always felt there was a game people hadn't played between Borderlands and Border¬ 
lands 2, so we decided to make Borderlands: The Pre-Sequel. We also decided to set it on 
Pandora's moon, which meant changing some of the gameplay to reflect the new environ¬ 
ment. The moon has low gravity, so we added tons of new low-gravity gameplay, including 
double-jumping, boost-jumping, and ground-slamming. The bad guys know how to use 
the moon's gravity to their advantage as well, so the combat opens up in spectacular ways. 
Also, the moon lacks oxygen, so we added some cool oxygen-based gameplay. Don't worry, 
though — we didn't do the obvious thing and make oxygen this big, dangerous chore. We 
use it as ammo for more fun. Also, the moon is cold, so we're including ice damage: Now 
you can freeze your enemies and smash them to pieces." 

—MATTHEW ARMSTRONG, BORDERLANDS FRANCHISE DIRECTOR, GEARBOX SOFTWARE 


PLAY 
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BORDERLANDS: 

THE PRE-SEQUEL 
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THE GAME 


COMING SEPTEMBER 2014 

1 BUY NOW! 


Available at Walmart 

• XBOX360 <,|i> PJ3 
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ORIGIN OF THE SPECIES 


Given that the last add-on for Halo: Reach 
came out on March 15,2011, you might as¬ 
sume the Bungie kids took a couple of days 
off before thinking about what they'd do next. 
Well, you know what they say about people 
who assume. "We actually started work on 
Destiny all the way back in 2009, while the 
rest of Bungie was finishing Halo 3: ODST and 
Reach" Osborne says. "Though it was just a 
small team that splintered off to explore ideas.” 


ince Bungie's already given fans numerous opportunities to play their 
I new game, you might think there's little you don’t already know about the 
blockbuster sci-fi shooter Destiny. But community manager Eric Osborne 
e's a lot more to this game than already has met your eyes. 
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In Destiny, you can visit a place called the 
Tower to buy new weapons. But according to 
Osborne, "there are also some less-businesslike 
things to do for those seeking some rest and 
relaxation. Not only is there a soccer ball, but 
there's also a hidden switch that turns on a 
giant fan on top of the Postmaster's stall." 


Along with the soccer ball, fan controls, and 
gun stores, the Tower also has storage spaces 
you can use to stash any extra guns you have 
but don't want to sell.Though, as Osborne 
explains, those lockers are more helpful than 
those once found at bus stations. "You can 
actually share loot between other characters 
you've created on your account," he says. "Just 
visit the Tower Vault as a different character, 
and anything you've shared will be readily 
available." 


If you visited YouTube after Bungie let lucky 
fans play Destiny this past summer, you likely 
saw videos of people dancing in the game. 
But this, Osborne says, wasn't some free¬ 
style dance-off. "All of the dance moves 
were actually performed by professional 
local dancers in Bungie's own motion- 
capture studio," he says. 


In Destiny, you can get around the vast worlds 
with a Sparrow, which is like the speeder Luke 
and Leia drove on the forest moon of Endor 
in 1983's Return oftheJedi. Of course, Luke 
didn't run over any Ewoks with his. "Sparrows 
don't have cannons,"Osborne explains, "but 
at full speed, they can be used to spear your 
enemies. And if you're looking for more speed, 
boost, or armor, make sure you visit the Ship¬ 
wright in the Tower." 


Not surprisingly, Sparrows 
aren't the only way that 
George Lucas'epic space 
opera had an influence on 
Destiny. As Osborne says, 
"Visually, Hunters are in¬ 
spired by Han Solo-type 
characters from sci-fi: the 
outsider, the one who's 
aloof from the group but 
still interacts with them." 


While some aspects of Destiny were influ¬ 
enced by science fiction, others actually were 
inspired by science fact. "The Fallen were 
influenced by insects and spiders,"Osborne 
says. "They're scavengers who are looking to 
steal what you have." But don't expect 
to see The Amazing Fallen-Man at a 
theater near you 
anytime soon. 


Insects and spiders might be creepy, but the 
flowers and plants that attract them can be 
a bigger problem if you have hay fever — 
especially at Bungie, where everyone sits in 
a big, open bullpen."If you're a loud sneezer," 
Osborne notes, "you might get a standing ova¬ 
tion from a couple hundred people every time 
your allergies seize you." 


n an adventure game, numerous treasure 
chests are hidden throughout the world of 
Destiny. And some are better than others. 
"You should not only be on the lookout for 
Gold Chests, which offer even better rewards," 
Osborne advises, "but keep your ears open as 
well — these chests emit an audio cue." 


One of the big things about Destiny is that, just 
in games such as World ofWarcraft, you're 
not alone. This world will offer big events for 
you and your friends to enjoy, according to 
Osborne. "There are ambient world events 
can participate in, so keep an eye out 
for dynamic enemy events while you're out 
exploring. You never know what you'll find out 
there," he says. 
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LEBRON, LAVINE, AND A WHOLE LOTTA LOVE 








PUBLISHER 2K SPORTS 


DEVELOPER VISUAL CONCEPTS 


T ^j his year promises to seethe dawn of a new era in the 
NBA.The biggest current name in basketball, LeBron 
James, has left his wrestling-style heel turn and the 
Miami Heat behind and humbly returned to his hometown 
Cleveland Cavaliers, joined by one of the most talented big 
men in the game, Kevin Love, and one of the most electrifying 
young point guards, Kyrie Irving. 














Of course, don't count out the old dogs and 
reigning champions, the San Antonio Spurs, 
led by still-going-strong, 38-year-old living 
legend Tim Duncan. As Gregg Popovich's squad 
showed last year, knowing your role and being 
a true student of the game is sometimes just as 
valuable as high-flying athleticism. 

These are lessons the team at developer 
Visual Concepts understands well. After all, 
the reason its team makes the best basketball 
game on the market year in and year out is 
because of their substantial experience in the 
industry — to be precise, 15 years as one of 
the most respected sports-game studios on 
the planet. Now that they've had a year to 
transition to the new generation of hardware, 
they can mold NBA 2K15 into the kind of bas¬ 
ketball game they've always wanted to make, 
particularly when it comes to tweaking the 
game after its release. 


Senior producer Rob Jones says the studio is 
keenly aware of the importance of download¬ 
able content. "We've done that in the past, but 
much of how we build things now revolves 
around that goal. Additionally, we've had more 
time with the online infrastructure and the pe¬ 
ripherals to understand how much they impact 
the new consoles'performances." 

The technical details are all well and good, 
but what about the action on the court? Given 
that LeBron and Love are likely to form a unique 
offensive duo in the post this year, does that 
mean both high-octane offensive juggernauts 
will benefit from this new pairing? 

"Chemistry does play a factor into ratings," 
Jones explains. "A player who averages 12 
points and 10 rebounds on one team might 
benefit from additional minutes and a better fit 
with another team. That doesn't mean that his 
key ratings change, because how you perform 


"A PLAYER WHO AVERAGES 12 POINTS AND 10 REBOUNDS 
ON ONE TEAM MIGHT BENEFIT FROM ADDITIONAL 
MINUTES AND A BETTER FIT WITH ANOTHER TEAM." 




over time dictates how you're rated. But we do 
have to factor in team change to see if, in some 
areas, you'd have increased performance." 

NBA 2K15's revamped shot meter is also 
about increasing realism — making sure play¬ 
ers truly feel the impact of deadeye shoot¬ 
ers like Kyle Korver of the Atlanta Hawks or 
Stephen Curry of the Golden State Warriors. 
While some NBA 2K fans fret that this change 
might break the mechanics they've come to 
know and love, Jones says it's really nothing to 
worry about. 

"The only thing that will change is that shots 
that users expected to go in due to the open¬ 
ness, ability of a player, and timing of a shot will 
actually have a much higher chance of going 
in," he says. "What won't change is the overall 
percentage of shots made by the user. The 
game doesn't allow someone to'perfect'the 
new meter; it adapts and gets more difficult the 
better the player performs." 

The other big change this year revolves 
around the game's story mode, MyCareer, 
which drew some ire from players who didn't 
like the linearity or unskippable cutscenes 
in last year's iteration. Jones is quick to point 
out that the team heard those concerns and 
retooled this mode with that feedback in mind. 





THE DECISION 


3 


While the ageless wonders known as the 
San Antonio Spurs won the Larry O'Brien 
Trophy in June, the biggest NBA news 
came in July, when superstar forward 
LeBron James surprised everyone and 
returned to the Cleveland Cavaliers. 

Naturally, the team at Visual Concepts 
watches offseason player movement 
very carefully — and they were particu- 

"INTERNALLY, WE'RE 
ALWAYS PREPARED FOR 
MOVES LIKE LEBRON'S, 
ESPECIALLY DURING 
DEVELOPMENT." 


larly interested in whether James would 
stay with the Miami Heat, with whom 
he had won two titles over the past four 
seasons, or if he'd return to his home- 
state team that drafted him in 2003 out 
of St. Vincent-St. Mary High School in 
Akron, Ohio. 

"Internally, we're always prepared for 
moves like LeBron's, especially during 
development," says senior producer Rob 
Jones. “We actually usually have already 
prepared assets with those moves in 
mind." 

Jones is just glad that LeBron made 
his big move in the offseason. "It gets 
slightly trickier for us if that type of 
move were to happen after we ship the 
product," he says. 
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etween the huge volume of writings 
J.R.R. Tolkien left behind and Peter 
Jackson's wildly successful film 
trilogies, you might think that not a single 
stone has been left unturned in the Lord of 
the Rings universe. This month, however, 
Middle-earth: Shadow of Mordor is setting out 
to prove that there are still some worthwhile 
adventures to be had in the land of Hobbits, 
Elves, Wizards, and Ores. 

Shadow of Mordor fills the gap between The 
Hobbit and The Lord of the Rings with the story of 
a Ranger named Talion as he embarks on a quest 
for vengeance against the Dark Lord Sauron 
himself. As he wreaks havoc across a massive, 
evolving open-world rendition of Mordor, he's 
aided by the spirit of Celebrimbor, the Elf that 
Sauron tricked into forging the Rings of Power. 


"People like to talk about how the level of 
power of characters in Middle-earth isn't as high 
as what they would associate with fantasy like 
Dungeons and Dragons" says director of design 
Michael de Plater."The example people often 
use is Gandalf, but he doesn't use all of his 
magic because there are rules on him telling 
him that he's not allowed to. Celebrimbor’s not 
in that position at all. He doesn't have any of 
those constraints." 

That means you'll have access to Talion's 
trusty sword and honed stealth abilities, and 
you'll be able to wield some pretty crazy 
magical abilities. With Celebrimbor's help, 
Talion can send out huge blasts that stagger 
entire groups of enemies, teleport to nearby 
foes, and slow down time to line up tricky 
bow shots. Perhaps most intriguing, he can 


also dominate the minds of Ores, turning 
them into his minions and help shift the tide 
of battles. 

If all this talk of magic rings and fantasy 
characters with polysyllabic names such as 
"Celebrimbor" makes you wonder if you have 
the nerd cred necessary to enjoy Shadow of 
Mordor, don't worry. De Plater says the team at 
developer Monolith Productions has gone out 
of its way to build an experience that will satisfy 
everyone, no matter how familiar they may or 
may not be with Middle-earth. "If you're a pure 
action gamer and you're not into Tolkien, we 
want you to be able to enjoy the game," he says. 
"If you're a massive, hardcore Tolkien fan who's 
read everything, we want to put those details 
in there for you to enjoy. We've definitely done 
our homework." !"; 















HOWTO MAKE ENEMIES 
AND INFLUENCE PEOPLE 


One of the standout features of Shadow of Mordor is 
the Nemesis system, which ensures that no two play- 
throughsof the game will be alike. When you start the 
game, you get your own randomly generated set of 
Ore enemies, each with a distinct name, personality, 
appearance, and relationship to every other character 
in the game. 

What's more, nemeses evolve over time in re¬ 
sponse to your actions. Die against an enemy, and 
you won't just reload the last checkpoint. Instead, 
you'll be resurrected — and the game will continue 
forward, with your killer earning a promotion and 
becoming even more powerful. Allow him to escape 
an encounter, and he'll remember that you wronged 
him the next time you meet, making him an even 
more formidable opponent. 

It's an incredibly deep system, one with the poten¬ 
tial to keep players coming back to Shadow of Mordor 
even after they've finished the story. "When people 
play the game multiple times, they say [the Nemesis 
system] actually gets better, because you really start to 
see even more of the possibilities of all the things you 
can do," director of design Michael de Plater says. 






PLATFORMS XBOX ONE, PS4, PC 


a lot to have comfortable indoor interiors. We 


hen most people think of Assassin's 
Creed, the conspiracy-driven story or 
leaping off a rooftop and double- 
I assassinating a pair of patrolling guards likely 
I come to mind. 

But it's easy to forget how much effort goes 
I into creating the world that allows you to have 
I those experiences in the first place. Assassin's 
I Creed Unity art director Mohamed Gambouz 

I wants to make sure nothing about this Assassin's 
I Creed game would soon be forgotten. 

"We wanted to achieve a monumental, alive 
I Paris, and that decision impacted everything 
I we made from there on out," he explains. "We 

I revisited the scale of the city compared to other 
I Assassin's Creed games, pushing for a 1 -to-1 scale 
I for many landmarks and locations.This helped 


also wanted to make sure each of Paris'eight 
districts had its own distinct theme and flavor." 

Crafting Paris isn't just about making sure 
iconic landmarks are there, though. It's also 
critically important to make sure the city feels 
connected. 

"In previous games, we had loading screens 
when you transitioned from indoor to outdoor 
areas.This time, it's seamless," Gambouz says. 
"This removes the impression that you're only 
playing a shell of a city—you really get into the 
guts of our Paris. You can go from a roof, slide 
into a window, work your way down some stairs, 
and pull open a secret passage to enter down 
into the sewers, and then to the catacombs, all 
without stopping." 


The level and art design don't just affect the 
gameplay. Gambouz wanted to elicit specific 
emotions from players as they enter the various 
districts of 18th-century Paris. 

"Our goal was to deliver an immersive, emo¬ 
tionally involving world," he says. "The problem is 
that if you tell artists you want something'real,'it 
often lacks personality. And when the program¬ 
mers hear'stylized,'they systematically think of 
watercolors or something cartoony." 

How did Gambouz make his desires clear to 
his team? He took a page from the silver screen. 

"I wanted to mix these two concepts together 
and come up with something that's closer to 
what movies do," he says. "This includes using all 
the treatments you could have with professional 
real-world cameras like bloom, lens flares, color 
shifts, and film grain to achieve effects." 

When you combine all these digital tricks 
with more immersive gameplay, Gambouz and 
his team's goal of making sure Unity feels like no 
other Assassin's Creed looks to be shaping into an 
unforgettable reality. 6 


"WE WANTED TO ACHIEVE A MONUMENTAL, ALIVE PARIS, 
AND THAT DECISION IMPACTED EVERYTHING WE MADE" 
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AS THE BELL TOLLS 

Landmarks that predate the French Revolution are 
scattered throughout Paris, but for developer Ubisoft 
Montreal, none was more important than Notre Dame 
Cathedral. The medieval landmark served as the team's 
benchmark for new-gen tech. Spearheaded by level 
artist Caroline Miousse, designers spent two years 
developing the Gothic masterpiece. 

"Our mission with Notre Dame was to render the 
most accurate version from the French Revolution pos¬ 
sible," she says. "But, of course, we're making a game, 
which means we must make it beautiful while taking 
into consideration graphical limitations. The new gen¬ 
eration of consoles allowed us to put an extra layer of 
polish we never would've been able to add previously, 
though, and I'm confident our work will help immerse 
players like never before." 

Ubisoft had to take some liberties for the sake of 
gameplay, such as adding cable suspensions to allow 
players easy access from one side of the cathedral's 
upper levels to the other. And technical limitations 
mean you won't see nearly as many windows as you 
would at the real Notre Dame. But this hasn't kept the 
team from creating a Notre Dame that's both strikingly 
beautiful and serves the purpose of telling protagonist 
Arno Dorian's story. 
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LittleBigPlanet 3 


CREATIVITY UNLEASHED 




fter its founding in 2006, British 
developer Media Molecule had a plan: 
develop a game that would also be a 
creation platform, one on which players could 
make and share levels to provide for a nearly 
endless stream of new content. 

That plan was released on the PlayStation 3 
as LittleBigPlanet, and the game that centered 
itself around the creativity of its players — not 
to mention an adorable little mascot character 
named Sackboy — went on to become a major 
franchise for Sony and its console. 

Now, years later, Sackboy is back in Little¬ 
BigPlanet 3. Not only is he bringing some new 
friends with him, but he's got a host of new 


tricks up his stitched sleeves to help 
would-be game designers unleash 
their imaginations. Indeed, the series 
has never had the tools or options for 
making your own adventures as it has 
here. Features both big and small have 
been added, expanded, or enhanced 
to allow for making levels, challenges, 
and games-within-a-game that were 
previously impossible. 

For examples, creators can now make worlds 
with up to 16 layers of depth, far more than the 
previous game's limit of three. You'll also be 
able to craft far more detailed, complex objects 
to put on those layers, as LBP3 will feature 250 


different creation tools, including 70 that are 
totally new to the series, and 10 that have been 
brought to consoles for the first time from 
LittleBigPlanefs Vita outing. And while you can 
make stages to your heart's content on the PS3 
version of the game, it'll be even quicker and 
easier to do on the PS4, thanks to refined object 
control and manipulation using the DualShock 
4's touchpad. 

Of course, as the series' new developers. 
Sumo Digital and XDev Europe, are working 
hard to build the future of LittleBigPlanet and 
its wide array of options for creating your 
own gaming experiences, the teams aren't 
forgetting about Sackboy's past. Any stages 
previously built in either LittleBigPlanet or Little¬ 
BigPlanet 2 can be imported into LittleBigPlanet 
3, and when playing those stages on the PS4, 
they'll come to life like never before thanks to 
being rendered in full 1080p. 

When it's released in November, the question 
might not be what can be made in LittleBig¬ 
Planet 3, but what can't be. © 
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CAME 

OF THE 

MONTH 


DISNEY INFINITY (2.0): 

MARVEL SUPER HEROES 


S kylanders introduced players to the concept of bringing toys 
to life — placing a figure on a special base makes it appear 
in-game, and players can control it through an adventure. 
Taking the concept to the next level, Disney Infinity brought in familiar 
faces from the Disney universe in property-specific Play Sets and 
adding the virtual Toy Box, where characters from different Disney 
properties could play together. (It was fun and surreal to have Johnny 
Depp as Capt. Jack Sparrow play with Johnny Depp asTontofrom The 
Lone Ranged) 


With Disney Infinity (2.0 Edition), developer Avalanche Software has 
taken this formula to the next level, adding features to both the Play Sets 
and Toy Box, and, most significantly, expanding into the Marvel Universe. 

The Disney Infinity: Marvel Super Heroes (2.0 Edition) Starter Pack comes 
with three figures — Iron Man, Thor, and Black Widow — and the Aveng¬ 
ers Play Set. This is a marked difference from the original, which featured 
one character each from three different Play Sets. Fear not, however: 

Each Play Set is much bigger now, and with three Avengers available 
from the start, you don't have to make an additional purchase for two 
players to jump into the Play Set together. 

Along with the Avengers Play Set, players can pick 
up two others at launch: Spider-Man and Guardians | 

of the Galaxy. All three Play Sets have much larger 
environments than those from the first Disney Infin¬ 
ity, and the adventures — though still somewhat 
shallow — sport a better variety of missions and 
challenges. And in keeping with the spirit of the 
comic books, some characters even cross over into 
other Play Sets, such as Iron Man going to the Guard¬ 
ians of the Galaxy campaign and Rocket Raccoon 
taking on New York City with the Avengers. 

In another major advance for the series, each 
character now collects experience and, upon level¬ 
ing up, receives skill points to spend on new abili¬ 
ties. The skill tree is complex and allows players to 
customize characters to their liking. Do you choose 
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Iron Man's missile attack or the addition of a second Repulsor Ray? The 
decisions you make will affect how you play the game. 

In addition to the expanded Play Sets, the revamped Toy Box offers a 
much more robust experience. The editing suite now includes tools that 
automatically create scenery such as dungeons and race tracks, as well 
as Builders who can automatically be assigned to help create robust en¬ 
vironments (that's right — Fix-It Felix will now help you build your city). 

Some limitations on the Toy Box side have also been changed, includ¬ 
ing the ability to save 300 Toy Boxes locally (up from 100) and access 
more than 100,000 in the cloud. Sharing Toy Boxes is also easier than 
before, and players can search for Toy Boxes that others have "liked" to 
ferret out the best ones available. 

I EACH CHARACTER NOW COLLECTS EXPERIENCE 
AND, UPON LEVELING UP, RECEIVES SKILL POINTS 
TO SPEND ON NEW ABILITIES 


Players can gather toys for the Toy Box in several ways, including 
unlocking items in the Play Sets, using Power Discs, or employing the 
Play Set pieces from the first Disney Infinity. In fact, all figures and Power 
Discs from the first game work in the Toy Box. Those characters also 
receive the opportunity to level up, as well as skill trees that expand 
their abilities. It would be nice if there were new Play Sets for these older 
characters to explore and gain experience (rather than just earning XP 
in the Toy Box) but that is a minor complaint in the scheme of things. At 
least your favorites from the original don't have to sit on the sidelines. 

Two Toy Box games are also included with the Starter Pack — a dun¬ 
geon-crawler and a tower-defense game, for those who want to see the 
possibilities the Toy Box holds or play a friendly game with characters 
from disparate properties, such as Captain America and Mr. Incredible. 

Disney Infinity 2.0 offers a wealth of gameplay in each of its game 
modes. The stories are strong in the Play Sets, and the Toy Box is easier 
to use and more powerful than ever before.Taken as a whole, the game 
is an amazing collection for fans of the properties and for families who 
want to play and create together. Overall, this is a fantastic addition to 
your own toy box. © 
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THE STREETS OF MANHATTAN 


MANHATTAN 


DISNEY INFINITY: 

MARVEL SUPER HEROES (2.0 EDITION) 

□ BROUGHTTO YOU BY PRIMA GAMES 
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SHEER WHEEL POWER 


RECOMMENDED HERO: BLACK WIDOW 


Mission Giver: Nick Fury 
Type: Collect 

Reward: 100 Blue Sparks, S.H.I.E.L.D. Motorcycle 



Sliding a manhole cover aside, you climb up onto a Manhattan street. 
Nick Fury contacts you with an offer to help him with Loki's Frost Giants 
across the city. To sweeten the deal, he includes an incentive to join 
him: Hop on the S.H.I.E.L.D. Motorcycle parked on the nearby corner, 
drive it to Fury, and he'll let you keep the wheels for yourself. It's a good 
deal, and becomes a great deal as you upgrade to even better vehicles 
later in the game and can spawn vehicles at any time at the S.H.I.E.L.D. 
transportation request stations about the city. Also, don't miss the 
Rocket Raccoon and Nova Crossover Coins spinning behind Nick Fury. 


DOWNLOAD A FREE 
DIGITAL PREVIEW GUIDE! 

http://walmartgamecenter.screenpapermedia 

com/prima/disneymarvel2.pdf 



These Guides are available at Walmart and Walmart.com Walmart 
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ONE ©ONE WITH 

SEBASTIAN ENRIQUE 

LEAD PRODUCER / FIFA 15 


R rgentinian-born Sebastian 

Enrique has been bringing his 
passion for soccer to the the FIFA 
development team for nearly a decade. With 
the launch of the PlayStation 4 and Xbox 
One, it's Enrique's job to help the franchise 
continue to grow on this new generation 
of consoles, breathing life into players and 
making sure the beautiful game gets even 
more gorgeous in the years to come. 


WGC: What are some of the major gameplay 
improvements that longtime fans can expect 
from FIFA 75? 

Sebastian Enrique: Responsiveness. That's the 
No. 1 thing. One of the major feedback areas 
we had last year was that, in some situations, it 
didn't feel as responsive as players would like it 
to.This year, we made a conscious effort on all 
the different areas of gameplay to make that 
level of responsiveness absolutely top notch. It's 
not a single feature that makes the game more 
responsive. It's adding running cycles that are 
more precise, quicker. We rewrote the dribbling 
system to make it not just more responsive but 
also take into better consideration the footed- 
ness of the player, so you see Lionel Messi, who 


they made to try to correct that. It allows many 
more reactions and varieties of saves. At the 
same time, you start seeing goals that weren't 
possible before. 

WGC: Obviously, Ultimate Team is a huge 
deal for many FIFA fans. What are you bring¬ 
ing to that side of the game this year? 

SE: Loan players is something that I love for 
both the seasoned Ultimate Team players and 
the new players. It's super-hard to go to the 
transfer market and get a Messi or get a Ney- 
mar. If you're a core player, you really deserve 
to experience what it's like to play with one of 
those players. And that's where loan players 
come in. You get a highly rated player right 


THIS YEAR, WE MADE A CONSCIOUS EFFORT ON ALL 
THE DIFFERENT AREAS OF GAMEPLAY. 


is super left-footed, how he dribbles with the 
left foot and only using the right foot when 
it's appropriate. We rewrote what we call the 
contacts of the ball on the ground — that is, 
keeping the momentum of the ball with the 
touches of the ball and deflections. 

WGC: You've also overhauled goalkeepers 
massively this year. Why was that important 
to the team? 

SE: Goalkeeping is one of the most difficult 
things to achieve in artificial intelligence. Maybe 
for a striker or a defender, a bad pass or bad 
positioning is something you can forgive, be¬ 
cause it's not a critical position. But if the keeper 
does something wrong, you want to throw the 
controller out the window, so you really need 
to nail it. If you look at the past games, once the 
keepers made a decision, they couldn't change 
it. If they dove, they couldn't adjust, and then 
you had these unrealistic moments where the 
keeper wasn't really doing what they'd do in 
real life — that is, trying to adjust by any means 
to make that save. Now we have that. The keep¬ 
ers have different stages where they can branch 
out of the animations of whatever decision 


off the bat for a certain amount of games, and 
then you can unlock more loans the more you 
progress through the game. 

WGC: This is your second year on the new 
consoles. How are you going to continue 
to evolve the franchise in the future as you 
become more and more comfortable with 
the new hardware? 

SE: I can't tell what's going to happen in the fu¬ 
ture, but all in all, I'm excited to be able to start 
bringing those things that we always dreamed 
about that we couldn't do. I mentioned 
goalkeepers being one of them. The emotional 
intelligence of being able to track the emotions 
per player and strategies that they have toward 
every other player. Things that will bring that 
passion. 

WGC: Did you consider adding a bite but¬ 
ton for Luis Suarez, following his infamous 
World Cup chomp? 

SE: [ Laughs ] We respect the rules of the game, 
so the same way we didn't add head-butting 
after the 2006 World Cup, we're not adding 
biting, no. 0 
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